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(57) ABSTRACT

One object of the present invention is to reduce the load on a
server and reduce the communication traffic produced in pro-
viding online games. In accordance with one aspect, the
server can execute a game program including: a game
progress module for progressing a game; a generation module
for generating, at first time intervals, frame information con-
taining a plurality of drawing commands to be executed on a
terminal device to render one frame of a game screen; a
determination module for determining whether to send the
generated frame information to the terminal device; a com-
pression module for compressing the generated frame infor-
mation; a sending module for sending to the terminal device
the compressed frame information to be sent; and a request
module for requesting drawing execution time information
from the terminal device at second time intervals.
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1
SERVER AND METHOD FOR PROVIDING A
VIDEO GAME

CROSS-REFERENCE TO RELATED
APPLICATIONS

This application is based on and claims the benefit of
priority from Japanese Patent Application Serial No. 2013-
167266 (filed on Aug. 12, 2013), the contents of which are
hereby incorporated by reference in their entirety.

TECHNICAL FIELD

The present invention relates to a server and a method for
providing games, and in particular, to a server and a method
for providing games to a plurality of terminal devices com-
municatively connected to the server.

BACKGROUND

There are conventionally known systems for providing
online games to user terminals such as personal computers,
smartphones, or game-dedicated terminals connected to the
system via a communication line such as the Internet (see,
e.g., Japanese Patent Application Publication No. 2013-
066524). For example, in a system for providing services
generally called cloud gaming, a server performs arithmetic
processing and image processing in accordance with progres-
sion of the game based on input information sent from a user
terminal, and sends the result of the processing to the user
terminal in the form of a video. For another example, in a
system for providing services generally called multi-player
online games, a server communicates with a game-dedicated
terminal or a user terminal having installed thereon dedicated
software by using a dedicated protocol, thereby providing
games that can be simultaneously played by many users.

SUMMARY

However, the above cloud gaming imposes a load on net-
works in sending game screens to user terminals in the form
of'alarge volume of video. It is difficult to send game screens
having adequate quality to user terminals connected via, for
example, instable mobile networks. Further, even if videos
are compressed to a smaller volume, the compression process
imposes a load on the CPU of the server. Thus, cloud gaming
is not suited for providing games that imposes a load on the
CPU of the server such as games simultaneously played by
many users. Further, the multi-player online games men-
tioned above require development of a dedicated protocol
used for communication between the dedicated terminals and
the server.

An object of the embodiments of the present invention is to
reduce the load on the server and reduce the communication
traffic produced in providing online games. Other objects of
the present invention will be apparent with reference to the
entire description in this specification.

A server according to an embodiment of the present inven-
tion is a server for providing a game to a plurality of terminal
devices communicatively connected to the server, the server
comprising: one or more processors configured to execute a
program, the program comprising: a game progress module
configured to progress the game in accordance with input
information sent from one of the plurality of terminal devices;
a generation module configured to generate frame informa-
tion at predetermined intervals in accordance with progres-
sion of the game, the frame information containing at least a
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plurality of first type drawing commands to be executed on
the terminal device to render one frame of a game screen in
accordance with progression of the game on the terminal
device, each of the plurality of first type drawing commands
including object information specifying an object to be drawn
and coordinate information specifying a coordinate where the
object is to be drawn; a compression module configured to
compress the generated frame information; and a sending
module configured to send the compressed frame information
to the terminal device.

A method according to an embodiment of the present
invention is a method of providing a game to a plurality of
terminal devices communicatively connected, the method
comprising: progressing the game in accordance with input
information sent from one of the plurality of terminal devices;
generating frame information at predetermined intervals in
accordance with progression of the game, the frame informa-
tion containing at least a plurality of first type drawing com-
mands to be executed on the terminal device to render one
frame of a game screen in accordance with progression of the
game on the terminal device, each of the plurality of first type
drawing commands including object information specifying
an object to be drawn and coordinate information specifying
a coordinate where the object is to be drawn; compressing the
generated frame information; and sending the compressed
frame information to the terminal device.

Various embodiments of the present invention reduce the
load on the server and reduce the communication traffic pro-
duced in providing online games.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 is a block diagram schematically illustrating a net-
work configuration of a system 1 including a server 10
according to an embodiment of the present invention.

FIG. 2 is a block diagram schematically illustrating the
module arrangement of a game program 50 according to an
embodiment.

FIG. 3 is a diagram showing an example of a statistical
information management table according to an embodiment.

FIG. 4 is a flow diagram showing an example of a frame
information generating/sending process according to an
embodiment.

FIG. 5 is a diagram showing an example of game screen 60
according to an embodiment.

FIG. 6 is a diagram showing an example of frame informa-
tion according to an embodiment.

FIG. 7 is a diagram showing another example of frame
information according to an embodiment.

FIG. 8 is a flow diagram showing an example of a statistical
information obtaining process according to an embodiment.

DESCRIPTION OF EXAMPLE EMBODIMENTS

FIG. 1 is a block diagram schematically illustrating a net-
work configuration of a system 1 including a server 10
according to an embodiment of the present invention. As
shown in FIG. 1, the server device 10 according to an embodi-
ment may be communicatively connected via a communica-
tion network 20 such as the Internet to a terminal device 30
configured as a conventional computer, and may provide
various games to a user operating the terminal device 30.
Additionally, the server 10 may be communicatively con-
nected to terminal devices other than the terminal device 30
and not shown. The server 10 may provide various digital
contents other than games to the user operating the terminal
device 30, provide various Internet services other than provi-
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sion of digital contents, and provide a platform that imple-
ments various communications between a plurality of users
operating a plurality of terminal devices 30.

As illustrated in FIG. 1, the server 10 may include a central
processing unit (CPU) (processor) 11, a main memory 12, a
user interface (I/F) 13, a communication I/F 14, an external
memory 15, and a disk drive 16, and these components may
be electrically connected to one another via a bus 17. The
CPU 11 may load an operating system and various programs
such as control programs for controlling the progress of an
online game into the main memory 12 from the external
memory 15, and may execute commands included in the
loaded programs. The main memory 12 may be used to store
a program to be executed by the CPU 11, and may be formed
of, for example, a dynamic random access memory (DRAM).

The user I/F 13 may include, for example, an information
input device such as a keyboard or a mouse for accepting an
input from an operator, and an information output device such
as a liquid crystal display for outputting calculation results of
the CPU 11. The communication I/F 14 may be implemented
as hardware, firmware, or communication software such as a
transmission control protocol/Internet protocol (TCP/IP)
driver or a point-to-point protocol (PPP) driver, or a combi-
nation thereof, and may be configured to be able to commu-
nicate with the terminal devices 30 via the communication
network 20.

The external memory 15 may be formed of, for example, a
magnetic disk drive and store various programs such as a
control program for controlling the progress of an online
game. The external memory 15 may also store various data
used in the game. The various data that may be stored in the
external memory 15 may also be stored on a database server
communicatively connected to the server 10 and physically
separate from the server 10. The disk drive 16 may read data
stored in a storage medium such as a compact disc read only
memory (CD-ROM), digital versatile disc read only memory
(DVD-ROM), or DVD Recordable (DVD-R) disc, or write
data to such a storage medium. For example, a game appli-
cation and data such as game data stored in a storage medium
may beread by the disk drive 16, and may be installed into the
external memory 15.

In an embodiment, the server 10 may be a web server for
managing a web site including a plurality of hierarchical web
pages and may be capable of providing the terminal devices
30 with game services. The terminal devices 30 may fetch
HTML data for rendering a web page from the server 10 and
analyze the HTML data to present the web page to a user (a
user of the game) of the terminal devices 30. A game provided
through such a web page is sometimes called a browser game.
The HTML data for rendering the web page may also be
stored on the external memory 15. The HTML data may
comprise HTML documents written in markup languages
such as HTML; the HTML documents may be associated
with various images. Additionally, the HTML documents
may include programs written in script languages such as
ActionScript™ and JavaScript™.

The external memory 15 may store game applications to be
executed on execution environments of the terminal device 30
other than browser software. This game application may
include game programs for performing a game and various
data such as image data to be referred to for executing the
game programs. The game programs may be created in, for
example, object oriented languages such as Objective-C™
and Java™. The created game programs may be stored on the
external memory 15 in the form of application software along
with various data. The application software stored on the
external memory 15 may be delivered to a terminal device 30

25

30

35

40

45

55

4

in response to a delivery request. The application software
delivered from the server 10 may be received by the terminal
device 30 through a communication I/F 34 in accordance with
the control of CPU 31; the received game programs may be
sent to an external memory 35 and stored thereon. The appli-
cation software may be launched in accordance with the
user’s operation on the terminal device 30 and may be
executed on a platform implemented on the terminal device
30 such as NgCore™ or Android™. The server 10 may pro-
vide the game applications executed on the terminal devices
30 with various data required for progression of the games.
Additionally, the server 10 can store various data sent from
the terminal device 30 for each user, thereby managing the
progression of the game for each user.

Thus, the server 10 may manage the web site for providing
game services and deliver web pages constituting the web site
in response to a request from the terminal device 30, thereby
progressing the game. Also, the server 10 can progress a game
by communicating with a game application performed on the
terminal device 30 in place of, or in addition to, such a
browser game. Whichever mode may be taken to provide the
game, the server 10 can store data required to progress the
game for each identification identifying a user. Briefly, the
server 10 may also include a function to authenticate a user at
start of the game and perform charging process in accordance
with progression of the game. The games provided by the
server 10 may include desired games such as action games,
role playing games, interactive sports games, and card games.
The types of the games implemented by the web site or game
applications of the server 10 are not limited to those explicitly
described herein.

In an embodiment, the terminal device 30 may be any
information processing device that may display on a web
browser a web page of a game web site obtained from the
server 10 and include an application executing environment
for executing game applications; and the terminal devices 30
may include smartphones, tablet terminals, and game-dedi-
cated terminals.

As illustrated in FIG. 2, the terminal device 30 may include
a central processing unit (CPU) (processor) 31, a main
memory 32, a user interface (I/F) 33, acommunication I/F 34,
and an external memory 35, and these components may be
electrically connected to one another via a bus 36.

The CPU 31 may load various programs such as an oper-
ating system into the main memory 32 from the external
memory 35, and may execute commands included in the
loaded programs. The main memory 32 may be used to store
aprogram to be executed by the CPU 31, and may be formed
of, for example, a dynamic random access memory (DRAM).

The user I/F 33 may include an information input device
for receiving user inputs and an information output device for
outputting an operation result of CPU 31; and the user I/F may
include a display device such as a liquid crystal display hav-
ing a touch panel.

The communication I/F 34 may be implemented as hard-
ware, firmware, or communication software such as a trans-
mission control protocol/Internet protocol (TCP/IP) driver or
a point-to-point protocol (PPP) driver, or a combination
thereof, and may be configured to be able to communicate
with the server 10 via the communication network 20.

The external memory 35 may comprise, for example, a
magnetic disk drive or a flash memory and store various
programs such as an operating system. When receiving a
game application from the server 10 via the communication
I/F 34, the external memory 35 may store the received game
application.
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A terminal device 30 having such an architecture may
include, for example, browser software for interpreting an
HTML file HTML data) and rendering a screen; this browser
software may enable the terminal device 30 to interpret the
HTML data fetched from the server 10 and render web pages
corresponding to the received HTML data. Further, the ter-
minal device 30 may include plug-in software (e.g., Flash
Player distributed by Adobe Systems Incorporated) embed-
ded into browser software; therefore, the terminal device 30
can fetch from the server 10 a SWF file embedded in HTML
data and execute the SWF file by using the browser software
and the plug-in software.

When a game is executed on the terminal device 30, for
example, animation or an operation icon designated by the
program may be displayed on a screen of the terminal device
30. The user may enter an instruction for progressing the
game using an input interface of the terminal device 30. The
instruction entered by the user may be transmitted to the
server 10 through the browser of the terminal device 30 or a
platform function such as NgCore™.

Next, the game program 50 will be described, which is
executed by the CPU 11 of the server 10 in an embodiment.
FIG. 2 is ablock diagram illustrating the module arrangement
of a game program 50 according to an embodiment. As
shown, the game program 50 may comprise: a game progress
module 51 that progresses a game in accordance with input
information sent from the terminal device 30; a generation
module 52 for generating at first time intervals (predeter-
mined time intervals) frame information containing a plural-
ity of drawing commands to be executed on the terminal
device 30 for rendering one frame of a game screen in accor-
dance with progression of the game, the plurality of com-
mands including object information specifying an object to
be drawn and coordinate information specifying a coordinate
where the object is to be drawn; a determination module 53
for determining whether to send the generated frame infor-
mation to the terminal device 30; a compression module 54
for compressing the generated frame information; a sending
module 55 for sending to the terminal device 30 the frame
information to be sent to the terminal device 30; and a request
module 56 for requesting drawing execution time information
from the terminal device 30 at second time intervals.

FIG. 3 is a diagram showing an example of information
managed by the statistical information management table that
may be formed in the external memory 15 of the server 10. As
shown, the statistical information management table accord-
ing to an embodiment may manage, in association with “a
terminal ID” identifying a terminal device 30, information
such as “sending time” indicating the time when drawing
execution time information was requested from the terminal
device 30, “drawing execution time information” sent from
the terminal device 30 in response to the request, “receiving
time” indicating the time when the server 10 received the
drawing execution time information sent from the terminal
device 30 in response to the request, and “maximum frame
rate” indicating the upper limit of frame rate (the number of
frames per unit of time) for the terminal device 30. In an
embodiment, the “drawing execution time information” may
indicate an average of time required for the terminal device 30
to execute a plurality of drawing commands contained in the
frame information corresponding to one frame of a game
screen (an average of time required for drawing one frame);
for example, the “drawing execution time information” may
indicate a moving average of time required for the terminal
device 30 to execute a plurality of drawing commands con-
tained in the frame information corresponding to a predeter-
mined number (e.g., ten) of recent frames. The operation of
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setting the information managed by the statistical information
management table will be described later.

Next, operations of such a server 10 according to an
embodiment will now be described. As described above, the
server 10 according to an embodiment may provide various
games; and an example of such games suited for describing an
embodiment of the present invention is multi-user online
games simultaneously played by a plurality of users. The
operations of providing these games will now be described.

First, an outline of multi-user online games in an embodi-
ment will now be described. In a multi-user online game
according to an embodiment, a plurality of users move their
own characters in a common game space to progress a game.
More specific examples of multi-user online games may be
various games such as role-playing games, shooting games,
and action games. The processing for progressing such games
may be performed mainly by executing the game progress
module 51. More specifically, such processing may involve,
for example, receiving from terminal device 30 various input
information such as information on moving operation of char-
acters or information on execution instruction for predeter-
mined actions (e.g., attack, conversation, and acquisition of
items), calculating the current position in the game space for
characters corresponding to the user operating the terminal
device 30 in response to the input information received, per-
forming a process in accordance with the instruction for
actions (e.g., battle or conversation with characters for other
users or non-player characters and acquisition of items), and
calculating the score obtained by the user.

Next, operations related to display of game screens on the
terminal device 30 in accordance with the above game
progress will now be described. FIG. 4 is a flow diagram
showing an example of frame information generating/send-
ing process for displaying game screens on the terminal
device 30 in accordance with the progress of a multi-user
online game. This process may be repeatedly performed by
the server 10 at predetermined time intervals (e.g., at intervals
of' 40 ms). As shown, the first step of the frame information
generating/sending process may be to generate frame infor-
mation corresponding to one frame of a game screen (step
S110). This frame information may be generated for each
user playing the multi-user online game (that is, for each
terminal device 30). FIG. 5 shows an example of one frame of
game screen 60 to be displayed on the terminal device 30. The
game screen 60 in an embodiment is displayed in accordance
with the current position in the game space for a user charac-
ter operated by the user. As shown, superposed on the back-
ground 62 may be various objects such as a user character 70
operated by the user, a user character 72 operated by another
user, an item 74, and a score display object 76 for displaying
score obtained by the user in text. As shown, the background
62 is a region formed of a plurality of tile images (unit objects)
with an identical shape (e.g., a rectangle) and size (e.g., 16
pixels by 16 pixels) arranged continuously in vertical and
horizontal directions; for example, the region at the top left
corner of the background 62 may be formed of image files
11-I3 continuously arranged in the horizontal direction and
image files 14-16 continuously arranged therebelow in the
horizontal direction. Further, the user character 70 may be
formed of image files 17, 18, and 19; the user character 72 may
be formed of image files 110, 111, and 112; and the item 74
may be formed of an image file 113.

The frame information may contain a plurality of drawing
commands to be executed on the terminal device 30 to render
the one frame of the game screen 60 configured as above. The
drawing commands may be executed by, for example, a
browser on the terminal device 30. FIG. 6 shows an example
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of frame information 80 containing the drawing commands
for rendering the one frame of the game screen 60 shown in
FIG. 5 on the terminal device 30. As shown, the upper region
82 of the frame information 80 may contain the drawing
commands for drawing the background 62, and the lower
region 84 under the upper region 82 may contain the drawing
commands for drawing the objects to be superposed on the
background 62 (specifically, the user character 70, the user
character 72, the item 74, and the score display object 76).
There are a plurality of types of drawing commands, such as
“drawlmage” command for drawing an image file, “fillText”
command for drawing text, and “rotate” command for setting
the rotation angle for an object to be drawn. In an embodi-
ment, the drawing command “drawlmage” may include argu-
ments of file name specifying an image file and coordinate
information specifying the coordinate where this image file is
to be drawn. This command may draw an image file specified
by the file name at the coordinate specified by the coordinate
information. The drawing command “fillText” may include
arguments of text to be drawn and coordinate information
specifying the coordinate where this text is to be drawn. This
command may draw text at the coordinate specified by the
coordinate information. The drawing command “rotate” may
include an argument of a rotation angle of an object and may
beused in combination with the drawing commands for draw-
ing an object such as “drawlmage” and “fillText” described
above (e.g., this command may be written immediately
before the drawing commands for drawing an object). This
command may set the rotation angle of the object to be drawn
by the drawing command used in combination. The above
types and usages of drawing commands are mere examples;
and other types of drawing commands may also be applied.
For example, the types and usages of other drawing com-
mands compliant to the canvas element of HTMLS and the
types and usages of drawing commands compliant to other
standards may also be applied.

FIG. 7 shows frame information 90, that is, another
example of frame information. The frame information 90
may be generated based on the frame information 80
described above. More specifically, in the frame information
90, the drawing command “drawlmage” may include con-
verted coordinate information in the form of the difference
from the coordinate specified by the coordinate information
included in the preceding drawing command “drawlmage” of
the same type. In the example shown, the drawing command
“drawlmage (“12”, I3, -4)” has been converted into “draw-
Image (“12”, 16, 0)” so as to include the coordinate informa-
tion in the form of the difference from the coordinate speci-
fied by the coordinate information of the preceding drawing
command “drawlmage (“I11”, -3, -4)” Likewise, the drawing
command “drawlmage (“I13”, 29, —4)” has been converted
into “drawlmage (“I3”, 16, 0).” Since the plurality of tile
images forming the background 62 have an identical shape
with a predetermined height and width, the difference in
coordinate between any two tile images vertically or horizon-
tally continuous to each other is the same value (in the
example shown in FIG. 7, the difference in coordinate
between two tile images horizontally continuous to each
other is “16, 0”). Further, in the frame information 90, the
drawing command “rotate” may include converted rotation
angle information in the form of the difference from the
rotation angle specified by the rotation angle information
included in the preceding drawing command “rotate” of the
same type. In the example shown, both the drawing command
“rotate (45)” for setting the rotation angle of an image file
“I8” and the drawing command “rotate (45)” for setting the
rotation angle of an image file “19” are converted into “rotate
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(0).” A plurality of image files in a frame constituting one
object, such as the images files 17-19 constituting the user
character 70, may tend to have the same rotation angle set
thereto; as a result, the difference from the rotation angle
specified by the rotation angle information of the preceding
drawing command “rotate” may tend to be “zero” succes-
sively. Both the frame information 80 and the frame informa-
tion 90 may be independent from the frame information ofthe
preceding frame, and each may contain information required
to draw one frame.

After frame information is thus generated, it may be deter-
mined whether to send the generated frame information to the
terminal device 30 (step S112). In an embodiment, the neces-
sity of sending the frame information may be determined
such that the frame information may be sent within the “maxi-
mum frame rate” for the terminal device 30 managed by the
statistical information management table described above.
For example, when the frame information generating/sending
process is repeated at 40 ms intervals, the frame rate for the
frame information uncompressed may be 25 fps (1000/40
ms). If the upper limit preset is 20 fps for example, which is
smaller than 25 fps, it may be determined that five frames out
of the 25 frames (generated in the frame information gener-
ating/sending process performed 25 times) are not to be sent
s0 as to keep the frame rate within the upper limit of 20 fps. It
may also be determined that frame information should not be
sent until a recent actual frame rate is within the upper limit,
the recent actual frame rate being calculated for each terminal
device 30 and managed by tables such as the statistical infor-
mation management table. The methods of keeping the frame
rate for frame information within the upper limit of the frame
rate are not limited to the above methods. Additionally, if the
“maximum frame rate” of the statistical information manage-
ment table is set to “0,” it may always be determined that
frame information should not be sent. The method of setting
the “maximum frame rate” will be described later.

If it is determined that frame information should be sent,
the frame information may be compressed and sent to the
terminal device 30 (step S114); and if it is determined that
frame information should not be sent, sending of the frame
information may be skipped (step S116). Then, the frame
information generating/sending process may be ended. The
frame information may be compressed by using various com-
pression algorithms including reversible compression algo-
rithms such as “deflate.” In the case of frame information
including the coordinate information and the rotation angle
information converted into the difference from the preceding
coordinate and angle as in the frame information 90 shown in
FIG. 7, the coordinate information and the rotation angle
information (arguments of drawing commands) may often
include the same values, as described above; and thus the
compression rate in compressing the frame information may
be high. The compression of frame information may be per-
formed across a plurality of frames by using, for example, a
dictionary. While the above frame information generating/
sending process is repeatedly performed, the terminal device
30 may decrypt the received frame information and execute
the drawing commands contained in the frame information on
a browser for example, thereby to repeatedly render the
frames of the game screen 60 in order. In the case of frame
information including the coordinate information and the
rotation angle information converted into the difference from
the preceding coordinate and angle as in the frame informa-
tion 90, the terminal device 30 may inversely convert the
coordinate information and the rotation angle information
into information directly specifying a coordinate and a rota-
tion angle, and execute the drawing commands.
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The above was the description of operations related to
display of game screens on the terminal device 30 in accor-
dance with progression of games. Next, operations of obtain-
ing statistical information related to performance of the ter-
minal device 30 will now be described. FIG. 8 is a flow
diagram showing an example of the statistical information
obtaining process for obtaining statistical information. This
process may be repeatedly performed by the server 10 at
predetermined time intervals (e.g., at intervals of 100 ms). As
shown, the first step of the statistical information obtaining
process may be to request drawing execution time informa-
tion from the terminal device 30 (step S200). This request
may be made for each of the terminal devices 30 operated by
a plurality of users playing the multi-user online game. In an
embodiment, a request for drawing execution time informa-
tion may be made by sending to the terminal device 30 the
current time managed by the server 10 and information that
instructs sending of the drawing execution time information.
The terminal device 30 that has received these information
may send to the server 10 the received current time (the time
when the server 10 requested drawing execution time infor-
mation) and the drawing execution time information on the
terminal device 30. In an embodiment, the terminal device 30
may execute a program for a process of managing the drawing
execution time information (e.g., an average time required for
one frame to be drawn), and the managed drawing execution
time information may be sent to the server 10 by this program.

The next step may be to record the information received
from the terminal device 30 into the statistical information
management table (step S210). More specifically, the
received current time may be recorded into the “sending
time” field, the received drawing execution time information
may be recorded into the “drawing execution time informa-
tion” field, and the time when these information items were
received is recorded into the “receiving time” field.

Then, an upper limit of frame rate may be set for the
terminal device 30 (step S220), and the statistical information
obtaining process may be ended. The upper limit of frame rate
may be set by various methods. For example, the upper limit
may be set to a frame rate that can be implemented by the
terminal device 30, based on the drawing execution time
information. For a specific example, if (the average of) the
drawing time for one frame on the terminal device 30 is 50 ms,
the number of frames that can be drawn in one second is 20;
thus, the upper limit of frame rate may be set to 20 fps (Frames
Per Second) or smaller (e.g., 20 fpsx0.8=16 fps). Another
method of setting the upper limit of frame rate may be to
calculate the frame rate that can be implemented by the ter-
minal device 30 based on, for example, the elapsed time from
the point when the server 10 requested the drawing execution
time information from the terminal device 30 to the point
when the server 10 received the drawing execution time infor-
mation from the terminal device 30 (round trip time, or RTT,
which can be calculated from the sending time and the receiv-
ing time recorded in the statistical information management
table). For a more specific example, the upper limit of frame
rate may be set to “3,000/RTT (ms)” based on experimental
values. In this case, for example, if RTT is 100 ms, the upper
limit of frame rate is 30 fps; and if RTT is 150 ms, the upper
limit of frame rate is 20 fps. Thus, the upper limit of frame rate
may be set based on RTT, whereby the upper limit of frame
rate may be lowered and the amount of frame information
sent to the terminal device 30 may be reduced when RTT is
temporarily increased by, for example, a handover between
base stations in a mobile network; therefore, the amount of
frame information to be processed after the communication
conditions for the terminal device 30 are restored is reduced,
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and normal operation can be restored quickly. IfRTT exceeds
a predetermined threshold value (e.g., 500 ms), the upper
limit of frame rate may be set to “0.” This may stop sending of
frame information when the communication conditions for
the terminal device 30 are extremely poor; therefore, normal
operation can be restored more quickly. Additionally, setting
of the upper limit of frame rate in step S220 may also be
performed in a step outside of the statistical information
obtaining process.

Suppose the case where the upper limit of frame rate is set
to “0,” and the sending of frame information is successively
skipped in the frame information generating/sending process
shown in FIG. 4. In this case, no frame information is sent
from the server 10 to the terminal device 30 in the frame
information generating/sending process; therefore, if there is
apacket loss in TCP communication, for example, the packet
may be resent after a predetermined time period (e.g., three
seconds) during which the terminal device 30 does not send
an acknowledgment. In an embodiment, however, the statis-
tical information obtaining process described above may pro-
duce data communication (requests for drawing execution
time information) to the terminal device 30 while no frame
information is sent to the terminal device 30; therefore, “TCP
fast retransmit” function of TCP communication may retrans-
mit the packet before the above predetermined time elapses,
enabling quick recovery from the packet loss.

The server 10 in the above embodiment may repeatedly
generate and compress frame information containing a plu-
rality of drawing commands to be executed on the terminal
device 30 to render one frame of a game screen and send the
frame information to the terminal device 30 at predetermined
time intervals. Accordingly, as compared to the case where a
game screen is sent in the form of video, the volume of
drawing commands is small, and load of compression process
is also small; this may reduce the communication traffic with
the terminal device 30 and the load on the server 10. In the
frame information 90, the drawing command “drawlmage” (a
first type of drawing command) may include converted coor-
dinate information in the form of the difference from the
coordinate specified by the coordinate information included
in the preceding drawing command “drawImage” of the same
type; and thus the coordinate information may often include
the same values, which may increase the compression rate in
compressing the frame information. Likewise, in the frame
information 90, the drawing command “rotate” (a second
type of drawing command) may include converted rotation
angle information in the form of the difference from the
rotation angle specified by the rotation angle information
included in the preceding drawing command “rotate” of the
same type; and thus the rotation angle information may often
include the same values, which may increase the compression
rate in compressing the frame information. As a result, the
communication traffic may be further reduced.

The processes and procedures described and illustrated
herein may also be implemented by software, hardware, or
any combination thereof other than those explicitly stated for
the embodiments. More specifically, the processes and pro-
cedures described and illustrated herein may be implemented
by the installation of the logic corresponding to the processes
into a medium such as an integrated circuit, a volatile
memory, a non-volatile memory, a magnetic disk, or an opti-
cal storage. The processes and procedures described and
illustrated herein may also be installed in the form of'a com-
puter program, and executed by various computers.

Even if the processes and the procedures described herein
are executed by a single apparatus, software piece, compo-
nent, or module, such processes and procedures may also be
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executed by a plurality of apparatuses, software pieces, com-
ponents, and/or modules. Even ifthe data, tables, or databases
described herein are stored in a single memory, such data,
tables, or databases may also be dispersed and stored in a
plurality of memories included in a single apparatus or in a
plurality of memories dispersed and arranged in a plurality of
apparatuses. The elements of the software and the hardware
described herein can be integrated into fewer constituent ele-
ments or can be decomposed into more constituent elements.

With respect to the use of substantially any plural and/or
singular terms herein, those having skill in the art can trans-
late from the plural to the singular and/or from the singular to
the plural as is appropriate to the context.

What is claimed is:

1. A server for providing a game to a plurality of terminal
devices communicatively connected to the server, the server
comprising:

a central processing unit;

memory storage configured to store machine-readable

instructions that, when executed, cause the central pro-
cessing unit to
progress the game in accordance with input information
sent from one of the plurality of terminal devices;

generate frame information at predetermined intervals in
accordance with progression of the game, the frame
information containing at least a plurality of first type
drawing commands to be executed on the terminal
device to render one frame of a game screen in accor-
dance with progression of the game on the terminal
device, each of the plurality of first type drawing com-
mands including object information specifying an
object to be drawn and coordinate information specify-
ing a coordinate where the object is to be drawn, wherein
the coordinate information is in a form of difference
between the coordinate where the object is to be drawn
and a coordinate specified by coordinate information
included in a preceding drawing command of the first
type;

compress the generated frame information; and

send the compressed frame information to the terminal

device; and, wherein

the game screen contains a region having a plurality of unit

objects with an identical shape continuously arranged in
vertical and/or horizontal directions; and

the frame information contains the plurality of first type

drawing commands for drawing at least the plurality of
unit objects arranged continuously, the plurality of first
type drawing commands arranged in the same order as
the plurality of unit objects are to be arranged.
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2. The server of claim 1, wherein

the frame information contains a second type drawing
command including a rotation angle information speci-
fying a rotation angle of the object to be drawn; and

the second type drawing command includes the rotation
angle information in a form of difference between the
rotation angle of the object and a rotation angle specified
by rotation angle information of the second type draw-
ing command written immediately before if there is the
second type drawing command written immediately
before.

3. The server of claim 1, wherein

the game is simultaneously played by a plurality of users

each operating one of the plurality of terminal devices;
the frame information is generated for each of the plurality
of terminal devices; and

the compressed frame information is sent to each of the

plurality of terminal devices.
4. A method using a server for providing a game to a
plurality of terminal devices communicatively connected to
the server, the method being implemented in a central pro-
cessing unit of the server by executing machine readable
instructions, the method comprising:
progressing the game in accordance with input information
sent from one of the plurality of terminal devices;

generating frame information at predetermined intervals in
accordance with progression of the game, the frame
information containing at least a plurality of first type
drawing commands to be executed on the terminal
device to render one frame of a game screen in accor-
dance with progression of the game on the terminal
device, each of the plurality of first type drawing com-
mands including object information specifying an
object to be drawn and coordinate information specify-
ing a coordinate where the object is to be drawn, wherein
the coordinate information is in a form of difference
between the coordinate where the object is to be drawn
and a coordinate specified by coordinate information
included in a preceding drawing command of the first
type;

compressing the generated frame information; and

sending the compressed frame information to the terminal

device; and,

wherein the game screen contains a region having a plu-

rality of unit objects with an identical shape continu-
ously arranged in vertical and/or horizontal directions;
and

the frame information contains the plurality of first type

drawing commands for drawing at least the plurality of
unit objects arranged continuously, the plurality of first
type drawing commands arranged in the same order as
the plurality of unit objects are to be arranged.
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